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1. introduction 


Slaying & Spelunking module for character backstory. 


2. shrouds 


Occupations to conceal a troubled past. 


2.1. urchin 


Gain one notch for each day without food. 


2.2. performer 


Gain one notch for receiving applause. 


2.3. prophet 


Gain one notch for each new follower. 


2.4. userer 


Gain one notch for each new financial agreement. 


2.5. gravedigger 


Gain one notch for each hole dug. 


2.6. peddler 


Gain one notch for each ware sold. 


2.7. alchemist 


Gain one notch for each new experiment. 


2.8. apothecary 


Gain one notch for each concoction created. 


2.9. housekeeper 


Gain one notch for each area cleaned. 


2.10. fortuneteller 


Gain one notch for each correct prediction. 


2.11. soldier 


Gain one notch for each order followed. 


2.12. collector 


Gain one notch for each debtor roughed up. 


2.13. mercenary 


Gain one notch for each contract fulfilled. 


2.14. investigator 


Gain one notch for each case solved. 


2.15. courier 


Gain one notch for each parcel delivered. 


2.16. tinkerer 


Gain one notch for each object repaired. 


2.17. servant 


Gain one notch for each order completed. 


2.18. crier 


Gain one notch for each new piece of gossip. 


2.19. hunter 


Gain one notch for each creature slain. 


2.20. drifter 


Gain one notch for each location discovered. 


3. secrets 


Occupations unknown by current company. 


3.1. brawler 


Gain one notch for each fistfight won. 


3.2. bandit 


Gain on notch for each successful robbery. 


3.3. gambler 


Gain one notch for each winning bet. 


3.4. blackmailer 


Gain one notch for each successful blackmail. 


3.5. fence 


Gain one notch for each stolen object sold. 


3.6. cultist 


Gain one notch for each decree followed. 


3.7. poisoner 


Gain one notch for each concoction created. 


3.8. ransomer 


Gain one notch for each successful kidnap. 


3.9. smuggler 


Gain one notch for each authority deceived. 


3.10. fugitive 


Gain one notch for each successful escape. 


3.11. forger 


Gain one notch for each successful counterfeit. 


3.12. prostitute 


Gain one notch for each successful seduction. 


3.13. arsonist 


Gain one notch for each building incinerated. 


3.14. raider 


Gain one notch for each treasure hoard found. 


3.15. pirate 


Gain one notch for each successful intimidation. 


3.16. spy 


Gain one notch for each secret discovered. 


3.17. graverobber 


Gain one notch for each burial site breached. 


3.18. rebel 


Gain one notch for each act of treason. 


3.19. pickpocket 


Gain one notch for each successful steal. 


3.20. poacher 


Gain one notch for each hide sold. 


4. notice 


I voluntarily dedicate this work into the Public 


Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 


any purpose. 


e Create copies to be shared without limit 


and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


